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Forewords 


Andrew Stanton is my colleague, friend, and ere 
« collaborator at Pixar During A Bug's 
started toying with an idea for a feature flim. “Well 
tell me, tell me, tel me." I said. “Na, let me thirk 


about this fer a little while,” he answered. Finally 
he got to the poi where he sad, “Tm going te 
tell you this story I've been thinking about “He 
cont 


ued with an incredible one-hour story pitch 
that was riveting, emotional, funny—a story about 
vas 


a father and son. it was just amazing and | 


rapped to my seat. Afterthe pach he said, “lob, 


what do you think?" | said, "You hacl me at the 
word fish 
John Lasseter 


executive producer 


Ronnie del Carmen 
pastel anddink. ax 


t grewupin Massachusens, by the sea, ara! reenes 
baer going to my larly dentist, who had 
fishrankia his lice All 
unis. and | remember staring at ths rare 
ing what a werd view af te world tes mast 
the fintt—i'ed be like flying into Lze Vegas and that 
Yyourfirst view of America Lassumed. whon Iw 
child, that all fishin tanks were onginally 
‘ocean and wanted to go back h 
in 
‘id, to Marine Werld, where they'd opened this 
fish exriit that had a tuned wth amassive 
‘wall. 'd never scuba dived at that 
Stood oso 10 the glass, you gor the Feeling of being 
‘underwater with all these tropical fish, This was two 


is are attracted to aquar- 


think 


me 


1 Ben, who was ene year 


point, bur if you 


years boface Toy Story, when people were ques: 
oring whether auc 
‘2 computer graphics (CG) feature But remember. 
‘even then, thinung how in CGwe could make an 
Underwater world, that CG would be the perfect 
medium for that world. 


es would even Si tvough 


The ides staysd on the back burner 2s | 
vorked.en the slate 


Paar productions that tol 


Toy Stony 


Fewest thie success ot waited fo 


the spark that d finally fire up the gestaling idea 
had the envircament ane the stustion. bi 
dirt kick 


that mattered tame emotionally 


neides 


© Bear unl Icame up with something, 


The final piece fell into place when Ben was 


about five years old and | took him for a walk to the 


park to have some father/son time. It was only we 


blocks away, bul the whole time | kept saying, 


‘Dont touch that... be careful... stay away from 


the curts— cars? I suddenly became aware of what 
twas doing, | thought about the dilemma of being a 
parent and haveyg protective instincts that can com 


ure you and ki 


pyoul 


on being the interactive 
parent your child neecs youte be. The premise 
conclu was “Fear dene 


frombeing one 


yood lather 


That conflict ntngued me and 


sparked the idea of making a story that focused on 


font, net the eid. That walk To the pari with 


my son really connected the dets, and from 1999 


ont got serious about making Finding Nema 
Se, it rom my derist’s 
ble anists joining 


been al 


vupalong the hrolp turn ths litle fish ides into 
avealiy. Tvs book is a tribute totneiramazing tab 


nto how W takes a se 


els, and a peet visionaries 


Jo make a single vision possible, Enjoy, 


Andrew Stanton 
writer-director 
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line art by Dan Lee 


‘Actos the Bay frorn San Francisco, inthe town of 
Emeryuile and on the former ste of re Oakland 
‘Oaks baseball field and most recently De! Mocte 
Plant 35, a diferent kind of factory pened its doors 
after the Thanksgiving, holiday of 2000—a story 
factory. the home of Pura Arumavon Studios, Pixar 
ras been releasing feature-length computer art 
mated films (commonly called CG firs) since Toy 
‘Story in 1995, but he company founders frst 
‘encountered the mysteries of compiter animation 
when twas sequestered in university labs anc 
flocked away in corporate think tanks. Iktook years. 
of research and development before they uncorked 
the magica! digital genie and made te stories 
And that genie keeps exponentially growing, pron 
‘sing ever more creative possibiities 

‘Stepping irside Prat Animation Studios, one 
‘enters antrum that looks like a Machine Age train 
‘tation and forms a cathedral of ypace, with yur 
shine fitering through vashing seylights and glass 
walls. Above the lobby floor. ak each end Wwe 
bridges (including one dramatically arching span 
from waich the company has held paper plane fly 
Ing contests) comect the upper level's east side 
and west side, To traverte the vast atrican and its 
‘ground level and upper comidors, many Pixar 
employees favor gliding around on scooters and 
skateboards (and one wonders if Buzz Lightyear 
rocket shoes might propel then in the future) 

Ifthe atrium és. as the company planned. the 
ving reom, then the ariirutor’s area és the play 
room. 2 place where creativey iS unleashed even in 
‘office and hallaay decor, decorated with an exotic 
Tiki theme. a general store. and-2 comer office faxh- 


‘one into a castle wall and turret, An aquariam in 
the condor, socked weh tropical fish, fits right es, 
but also served as reference for the fish characters 
cof Finding Nemo, Pixar's fith feature, released in 
parinership with Walt Disney Pictures. 

Putting near the tank's surface are two orange’ 
andawhite striped clowntish, the species that 
lenparedt the characters of fttle Nemeand his over- 
protective dad, Marlin, known te the production 
asFathor Inthe fim, Nemo gets scooped up by a 
iver and taken from his coral reef home to a fish 
tank ina dentist's office overlooking the harbor of 
‘Syctney. Australia, and Father must brave the divt- 
ers of the deep to find his son Inthe tank thore fs 
ahora delicate sive of fluorescent bive. aregal blue 
tang that stars 2 the daffy. memory: challenged 
Dory lr the Pixar tradition of buddies (ranging fron 
tho Toy Story duo of Woody andl Buzz tothe furry 
Bart Suiley and one-eyed Mike of Momiers. nc) 
Father anc Dory are partners inthe ep search for 
Nemo 

It sinthis playroorn thatthe artists of Poar 
chur out reams of concapt an and storyooards 
that jn ture define the Fook of the movie's charac~ 
ters and environment, and explores the emotional 
underpinnings. Ax the marathon nan of years i 
takes to make an animated film narrows tothe final 
months, this artwork disappears, gradually replaced 
bby the visions froen the 3D world: 

Aithough concept artists, because of early 
eadine pressures, often must start work without 
complete senpt in hand. the Finding Nemoteam 
had the humury of beginning altar Andrew Stanton 
‘had completed his first draft. "He was s6 great 


about wanting te beard his script and fook atten 
its full ninery minutes with temporary ruse and 
chalogye. jn what's called the story reel.” sriied 
Pixar veteran and Nemoproduction designe Ralphs 
Eggleston (whose directorial debut forthe an 
mated Phar short For the Birts was henored wth 
the 2003 Academy Award (or Bes Arumated 
Shost Fim). "Showing his chery laundry’ Andrews 
callsit. He wanted to quicy see if this was mowe 
he fer strongly about—and twas. Then, the pro 
‘duction began rolling and everybody started jumo- 
Jngzon she train. We cal it'Dse Process Trust the 
Process, 

‘Some of the artists worked with digtaltecis, 
suctras the pain programs favored by shader a 
‘director Rodin Cooper, who helped define the color 
paletic used by the CG artists. Randy Berrett, one 
‘ofthe environment art ditectors, often created a 
pene skotch, scanned itinto the computer. and. 
‘with Photoshop software. experimentes by resting, 
the drawing or adcing layers of texture and color, 
The concept work way even aided by prevowaies 
Won. which low-resolieion, 3-0 characters and 
‘eivironenents provide fora scene's rough layout, 
seale_and camera work For Nema, this tool was 
Dartcularty vital in helping the artists discover. at 
the outset, potential problems and design posstbe- 
ities for the ernsrorenents of Sydrey Harbor and 
thedentia’s ishiank. But, as John Lasseter one of 
Pixar's founders and Nemo executive producer 
declared: “At Pixar, we'te rot digital pursts ~The 
final movie would be computer generated, but in 
thefield of concept art and storyboards. which 
begins with litless bine sey, the quickest route 


toan ideas il humble penet and paper, suchas 
{he Nemo story departments hand-crawn story- 
‘beards, or the pastel paintings and charcoal pencil 
sketchesthe art depaament produced for 00d, 
lighting. ard calor possibiies. 

‘At the heart of the work was the symbiotic 
relationship between the two departmenis sory 
and art an aspect ofthe Process that hails from ani 
maten's Golden Age. “Developing an animated 
frm at Pinar is n0 diferent than it wan at Disney 
inthe days of Snow Woste,”said tery artist 
Jason Katz. “The story and art departments 
develop the tm intandom. In tory. we'll star 
wth the srint and draw up specific shots and 
camera placements that the editorial department 
\wlltahe and combine wth sound and ens forthe 
story reel, which isa bing representation of the 
film 


| werked en both story and art fer Nemo and: 
the rain dillerence isthe story depaetmiert 6 60n 
comed with the broad sivahes of sequences, while 
the art departmect is detal and project oriented.” 
_added story wust/designer Peter Sona, “Wnart you 
might have several weeks to work out every detail 
of what a piece of clothing looks Ike. tn story you're: 
constantly wedhing out problems and changes, ke 
worrying atiout Nero's relationships with the tank 
‘gang or fguning cut henw Father and Dory fit ito 
Nigel (pelican) beak, breathe waley, and escape 
from herde of seagulls and still be exciting,” 
Finding Nemo, with ts underwater world and 
fish father's odyssey across the eceanto find his 


lost son, ucla particular lure for Pixar creators. 
For Eggleston.and director of photogrephy Sharan 


fan 


‘Calahan, the potenti! included the chance to 
‘evoke the giortous animation of the past. “We'd 
always wanted to do 4 CG animated film that 
Jooked Wie it was made in 1940, the three strip 
Technicolor films where there were soft edges to, 
things and a very soft look,” Eggleston explained. 
* Bambi, wath #s watercolor look, wasalso an inspi- 
ration —let deta fll away, go off into the mark 
‘ofthe ocean. We wouldn't do thar on Toy Story. 
because i's a lm about toys and plastic Butt 
finding Nemo, with Rs underwater setting. alowed 
unto do something we always wanted 10:0." 

“Every movie starts with a basic idea.” Lasseter 
sackdod. “When Ancirew first pliched the idea to mo, 
he showed some images of real fisn and describes 
nis very personal father and sen story. One of the 
things we pride ourselves en in cur fims.is match- 
ng a subject matter to our medium, snd tome, 
Finding Nemois one af the best blendings of an 
idea with a medium. In banging this underwater 
world 10 ie, so much oft looks realistic, buat t's 
also so stylized, There have been some great under 
water sequences in arimation history, but this is 
unlike ary underwater animation that's been done ~ 

‘And itwas concept art that conjured the char 
actets, that defined the stylized realism of coral 
‘wefs, the foreboding vastness of onen ocean, and 
the dentist's crowded fish tank: But the artists knew 
that, ultimately, after an idea had gone threugh 
seemingly endless iterations and been approved 
Fer production, it would underge a new metamor- 
phosis ast lock theee-dimensional farm. 

“We can't solve ail the performance issues in 
thestory reel” story supervisor Ronnie del Carmen 


‘noted. "Inthe story department, well make sure 
{leas are implicit and won't be lost, but aftor that, 
‘the anemators kick wn. After all, f animators just siav- 
‘shly represent the reel. you'd have characters hit- 
ting very basic poses, Animators have great latitude 
to find quirks and nuances ina character that 
bring it alive, to discover things that we story artists. 
couldin’t get to in the story reel. Something as sim- 
le as a quick double take ora olink can get a laugh 
(* elicit an emotional reaction.” 

“Once we start building a 3-0 envirenment 
Inthe computer ancl moving the [digital] camera 
around. t's not unlke alecation scout for alive 
action shoot,” noted Nemo producer Graham 
Walters. “At that point. we're not defining our- 
selves by what wats drawn beforehand, bul whut 
we can find in 3-D. 

“At Pixar we do hold our hands pretty close to: 
the Name in terms of entenarning, story changes,” 
Walters laughed, “You never know when a geod 
dea will pap up, and if itll mae the move better, 
we always want to accommodate that.” 

“No one has a lock on ideas~the best idea is 
what goes in. I may look al a storyboard and get an 
dea for an addtional visual gag, while a story artist 
ight come up with a great bit of chalogue to 20 
with his storyboards. W's avery organic process, a 
shared experience,” said writer Bob Peterson. 

"And despite hat chasm between 2-D artwork 
‘20d 3-D animation, the two worlds are linked. Welt 
develop a character and then take tinta a clay 
sculpture, which occasionally gets digized to 
make 2'3,D model noted cheracter art director 
Ricky Nierva. “My job i510 make sure that the life 


and essence of that [approved concept] sketch 
inthat computer model, H's abigjurrp from 2D 10 
3:D, to got what's in our heads inta the heads of the 
CG modelers” 

“Concept artis your touchstone lor every 
thing, that's why it bleeds into the actual prodixc~ 
tion." Stanton added, “tm not going forward ons 
production vari Ihave thar security barieet of at 
least a sketch of whar the end product will hape- 
fully feo ike when t's all dene. | don’t see how 
ite be pnwuble to make any movie—tet alone the 
movies we make—wthout concept art 

Pinar honored the crucial role of concept art 
when, upon completion of its new facility, select 
pieces of Monsters, Ine conceptual at wero blown 
Lup to wall size to decorate the sky atrium, And 
upstairs, across the bridges linking the eastside to 
the wes side. framed concept paintings and story: 
boards from Pay productos make corfdors nto 
ant galleries and a continual source of inspieation. 

This book culls a sampling of the thousands of 
individual pieces of Finding Nemo concep art 30 
that those from the wide world outside the atrium 
can view the art show, too—so that the world ean 
See the creative inspirations that evolved ito mov 
ingpvctures. 

Inthe firal analysis. making a computer an 
rated feature is about powenng, up the imagynanon 
along withthe processing cf megabytes. We've 
reduced the way we werk at Pixar to this phrase 
“The art challeriges technology and the technology 
\nspites the art.” said John Lasseter. smifing "W's 
this wonderful yin ane yang 
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‘When we started making the movie, Ralph and 
Andrew had to think 3 lot about how lo design 
coral reel, wasn't about jn cevingn and 
sketching.a coral reel that'd look interesting and 
{un burt a higher level of comming up wiv asiat= 
egy for creating that world. Uttsnately, what you 
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really —s cle the audience's eyes to where you 
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concept art = sharks. 


‘my earliest perenne mages of harks | ide 
want xo render every detail | wanted to capture 
how searythey are. Nature made them ino the 
fastest, most streamlined shape, a power 
machine wth razor-sharp teeth hat can go ftom 
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er group dynamics. Bruce, the great white 
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"Finding Nemo” 


the fish tank. From there she became the catalyst. 
the reason Nemo needs to escape—Nemo wil be 
her and Darla 3 fish kil, So, the tane 
ang 's anticipating this psycho kid—she's the tick: 
ing time borat, Ricky Nierva and I kept playing, 
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Slory artistidesigner 


Bruce Morris 
sioyboars 
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‘THe late yang sees the ocean from the window 
of the dentst’s office and it's so tantalizing — 
there is and wore stuck fre: We did many 
ol ways fo Ihe tank gag io escape and 
hey worked forthe mast part Story artist Matt 
then suggested that i the dentist wore to 
the tank, fed aut the ish in wate filled 
ard that would be the opportunity 1 
ake a break fori tt there's tae in ag. they 
erate mennentum by swhrvting and 
ruming the bag ikea Wheel andl sil toward he 
ow ou atong.the eaves of the roof below, 
roy tat. ever the rock 
nto the ocean. A gaunilet of death 
18 thats the theme of the move. Masks, Ave 
yeu gong to ive ife of complete safety and 
J nothing? Or are you gpiniytotake 4 chance 
4 maybe lina that only by dong so are you 


op to the sine 


Ronnie del Carmen 
story supervisor 
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Anthony Christov 
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character studies - Nige 
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vient 
Geefwee Boedow 


Ronnie del Carmen 
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Lee Unkrich 


Bruce Zick 


Anthony Christov 


asa 


“Hg Moto I Borne! 


shove: 
Bruce Zick 


Bruce Zick 


Lee Unkrich 


“We cart begin to thank our fiends at Chronicie 
‘Books fof Beleving wnce again i our vision, There 
was.a ot of fove that went into making this book 
and a lot of extraordinary contributions from the 
Finding Nemo Ant & Story Departments and the 
‘Pinar Creative Resources team: Krista Swager Bert 
Berry. Dana Murray, Michele Spare, Doug Nichols, 
‘Sheri Patterson, Ronnie dei Carmen, Jason Katz. 
ache! Ratfael, and Remrey Marino, 

Special tharks to the Nemo team at Chronicle 
‘Books: Sarah Malarkey, Anne Bunn, Jod Daws, Beth 
‘Steiner, Shona Bayley, our writer Mare Cotta Vaz. 
‘our photographer Joe MeDoniald, and our designer 
‘Laura Lovett, 

Production Designer Ralph Eggleston; | wasn 
awe and otiiclated by your talent ack at Cal Ans, 
and | stil am today. 

‘Co-director Lee Urkich, the Hnmaker wih 


the Midas touch, who dove into the film ard made” 


‘it better than | had even dared to hope, 

‘The fis producer, Granary Walters. and 
assocate producer, Anko Gotoh. who kept me and 
‘he Crew alla for yeas (yes, years. Aways the 


‘calm in the eye of the storm, | cant thank them 
‘enough for their decication. 

Screemiter and story guru Bob Peterson. | 
weil be forever thanking you for coming on board 
“Road trip” 

My director's circle: Oren Jacob, Sharon 
Galaban, Dylan Brown, Jeremy Lavky, David Salter, 
Ronnie Del Carmen, Eggman (and you count, too, 
Lindsey Colin). Evety captain should be 6 lucky 
to have heutenants ike them atthe whee! 

‘Tomy buddy. my mervor. John Lasseter He 
‘continues to inspire me every day. 

‘Thanks 10 the executive fear at Phar Fd 
(Catrall Saray McAnbur Ann Mather, and Steve 
Jobs, who beleved in our idee and suppotted us 
along the way. 

‘Mest portant. thanks t al of the wonderful 
Pixar employees who commuted to the fn so 
many ways, and te our families, who allowed us to 
do what we love 

Remember, ust Mea swimming, js hee 
swinering, 


Andrew Stanton 
witter director 


To Patrick Strand, who's embarking.on his own 
voyage of eiscovery into te wonderful ream of 
animation: and to Mike Glad, an irepressbie col 
fector ef animation at whe is faithfully preserving, 
this maggeal artform as ithas evolved rougher 
‘ume and around the world 


MCV. 
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Thanks to Pikar for their help and hospitality, 
particulatly the Nemo production penpals who 
{gave of their tme—and an—r this book: Jan 
Lasseter, Andrew Stanton, Lee Linktich, Raloht 
Eggleston. Graham Wallers, icky Nerva. Robin 
(Cooper, Randy Berre. Anthony Christow. Jason 
katz Ronnie de! Carmen. Bob Peterson, Peter 
‘Sobn, Oren Jacob, and Dan Lee. A special saute 
to Knsta Swager. who waa marvel of organization 
and coordination 

‘At ofthe hat and a low bow to Chronicle 
«cilor Sarah Malarkey, for bringing me aboard. 
and to Anne Burn, for expertly handing all he 
\susl logistics. And here’s a shout ul to Vietona 
Shoemaker, my inerary agent. Hugs and kisses 
to my parents and to my godehidron. Johnny and 
Alenandea 


‘Mark Cotta Vaz 


